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Abstract. This study aims to describe the design of the development, appearance, and process of Adobe Flash learning 
outcomes for learning traditional Dayak music for junior high schools. In this study involved media experts, material 
experts, design experts, fellow teachers, small, medium and large group trials. The subject of the trial was the eighth-grade 
students of Pontianak Public Middle School 10. Data obtained through interviews, observation and documentation studies. 
This study uses Research & Development research. The results of this study will later produce a product. Development 
research carried out combines the steps of Borg & Gall's development with the Dick and Carey model. The results showed 
that the media used was appropriate to be used as a learning medium for traditional Dayak music. The average level of 
feasibility based on the validator is that media experts have "feasible" eligibility criteria, "decent" material experts and 
"decent" design experts. Based on the results of the small group test scores "quite feasible," the trial group was "decent" 
and a large group test "feasible." 
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I. INTRODUCTION 
Traditional music learning requires 
interesting media. One example of a musical 
instrument that is scrutinized by researchers is 
traditional Dayak music which consists of melodic, 
rhythmic and harmonious musical instruments. 
Development is an effort to improve children's ability 
through education. This research is a development that 
produces a product. The resulting product is 
multimedia developed with Adobe Flash, in the hope 
that students can be more interested in learning 
traditional music. Traditional music is music that lives 
among people and inherits from generation to 
generation. Traditional music is one of the musical arts 
in every country, especially Indonesia. Traditional 
music usually has inherent characteristics with the 
characteristics of each region. Usually, traditional 
music uses its regional language and has its regional 
musical instrument characteristics. Traditional 
musical instruments are one of the means and also 
supporters in expressing messages in music. Besides 
that, musical instruments are also able to present an 
overview of the cultural background of each work and 
its respective regions. Traditional music is usually 
displayed at entertainment and traditional ceremonies. 
Traditional music has rarely been enjoyed by the 
public, especially among young people, due to 
technological sophistication that makes children 
prefer music that is not from their area. Traditional 
Dayak music is original music from Kalimantan. 
Dayak is an indigenous tribe in Kalimantan that is 
unique and rich in music that is very beautiful. But 
unfortunately, Dayak music does not have special 
writing in each of its works because traditional Dayak 
music is only learned automatically from generation to 
generation. It will make the interest of traditional 
Dayak music will gradually decrease if it is not 
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introduced to the wider community, especially the 
younger generation. Dayak traditional music has 
unique musical instruments which in general are less 
recognized by the public. In general, Dayak 
instruments use rhythmic musical instruments, 
although they also have melodic and harmonious 
musical instruments. 
In this research, researchers researched class 
VIII Pontianak 10 Public Middle School. Class VIII 
SMP Negeri 10 Pontianak has seven classes consisting 
of 39 students in each class. Researchers chose the 
study at this school because the Pontianak Public 
Middle School 10 uses the 2013 curriculum in which 
there are traditional musical instrument materials and 
Pontianak Public Middle School 10 also has facilities 
that support research researchers namely computers. 
Students found in Pontianak's SMP Negeri 10 school 
are also used to using computers so that it is easier for 
researchers to conduct research. 
The reason researchers took the title of 
Adobe Flash Development for Learning Traditional 
Dayak Music for Junior High School Students is 1) 
Lack of children's knowledge of traditional music 
especially Dayak 2) Utilizing interesting media for 
children's learning media using Adobe Flash 3) Lack 
of available musical instruments traditional Dayak in 
schools, especially schools located in West 
Kalimantan, so that slowly can become extinct 4) Can 
be applied in schools with the 2013 curriculum on 
traditional musical instruments, so that children can 
learn traditional musical instruments. 
The final goal of this research is to produce 
Adobe Flash for Learning Traditional Dayak Music 
for Junior High School Students equipped with its user 
guide book. To achieve the ultimate goal, the 
following objectives were obtained: 1) Designing 
Adobe Flash development for traditional Dayak music 
learning for junior high school students, 2) designing 
Adobe Flash display for traditional Dayak music 
learning for junior high school students, 3) Knowing 
the learning achievement of junior high school 
students in traditional Dayak learning after using 
Adobe Flash. 
Hilrd and Brower in Thabroni, Muhammad 
(2011: 19) suggests learning relates to changes in a 
person's behavior towards a particular situation caused 
by repeated experiences in the situation, behavior 
changes cannot be explained or the basis of the 
tendency of the innate response, maturity or 
momentary conditions, such as fatigue, the influence 
of drugs, and so on. Learning theory is a theory that 
describes what is happening when the learning process 
takes place and when the learning process takes place. 
Learning theory consists of behavioristic, cognitive, 
constructivist, humanistic, cybernetics. According to 
the Big Indonesian Dictionary in Thabroni, 
Muhammad (2011: 18) learning comes from teaching 
words which means instructions given to people to be 
known or obeyed, while learning means processes, 
ways, actions to make people or living things learn. So 
according to the above opinion it can be concluded that 
learning is an action from educators to students to 
share experiences and knowledge from students who 
do not know to know, have not mastered until 
mastered well. According to Meiliani, Risti (2014: 1) 
The design of learning is a satisfying way to make an 
activity work well, accompanied by various 
anticipatory steps to minimize the gap that occurs so 
that the activity reaches its intended goals. 
The learning design consists of Model Dick 
and Carey, ASSURE, Jerold E. Kemp et al., Smith and 
Ragan, ADDIE. In this study, researchers used the 
Dick and Carey learning design. Sadiman, Arief 
(2011: 6) states that the media comes from the Latin 
language, medius and is a plural form of the word 
medium which means intermediary or introduction. 
Gagne in Sadiman, Arief (2011: 6) states that media 
are various types of components in the student 
environment that can stimulate them to learn. Based 
on technological developments, learning media can be 
grouped into four groups, namely the media of printed 
technology, audio-visual technology media, 
computer-based media, combined technology. 
Practical benefits in the use of learning media in the 
teaching and learning process (Arsyad, 2015: 26), 
namely 1) Learning media can clarify the presentation 
of messages and information so as to facilitate and 
improve learning processes and outcomes, 2) Learning 
media can improve and direct the child's attention so 
that they can cause learning motivation, more direct 
interaction between students and their environment 
and allow students to study individually according to 
their abilities and interests, 3) Learning media can 
overcome the limitations of senses, space and time. 
Media development according to Seels & 
Richey (in Warsita, 2008: 26) is a process of 
transferring or translating design specifications into 
physical form. The end of the development process 
will produce a product, which before the manufacture 
of the product has begun with the design process. The 
development process depends on design procedures, 
but the main principles are derived from the nature of 
communication and the learning process. The learning 
technology area according to Seels & Richey (1994: 
27) consists of 5, namely 1) planning consisting of 
system design, learning, message design, learning 
strategies, and student characteristics, 2) development 
consisting of printing technology, audiovisual 
technology, computer-based technology, integrated 
technology, 3) utilization consisting of media 
utilization, diffusion of innovation, implementation 
and institutionalization, policies and regulations, 4) 
management consisting of tax management, source 
management, delivery management systems, and 
information management, 5) assessment consisting of 
problem analysis, reference measurement, formative 
evaluation and summative evaluation. 
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M. Amarullah in Setiawan, Mudiyanti (2016: 
2) states that flash is a software that can draw and 
animate it, and is easy to learn. Flash is not only used 
in making animation, but nowadays flash is also 
widely used for other purposes such as in game 
making, web building presentations, learning 
animations, even in filmmaking. According to 
Fatimah (2016: 24) Adobe Flash CS5 is a software that 
can produce presentations, games, movies, interactive 
CDs, as well as learning CDs, and to create interactive, 
interesting and dynamic websites. Adobe Flash CS5 
can complete a website with a variety of animations, 
sounds, interactive animations and more so that users 
while listening to their explanations can see animated 
images, as well as read explanations in text form. 
According to Putri, Nadya (2012: 319) 
Traditional music is music that was created and 
favored by the past society which until now is still 
developed and preserved for generations as a means of 
entertainment and regional identity. The development 
of traditional music is influenced by actors and artists, 
types of music and the wider community who hear and 
enjoy it. Regional music or traditional music is music 
that was born and developed from regions throughout 
Indonesia. In each region have different characteristics 
and types of music. Characteristics of this type of 
music are printed on the contents of songs and 
instruments (musical instruments). 
According to Surjani Alloy (2014: 11) 
Today, the meaning of the Dayak term is increasingly 
expanded, renewed and more positive, so it is not 
surprising that then many Dayaks are proud to be 
Dayaks or some Dayaks once came out of Dayak now 
back to basic being a Dayak again. Media is a tool that 
helps students to achieve learning goals (Setijadi, 
1994: 2). The selection of media is also important to 
achieve the intended learning objectives. Because 
media is made to facilitate students to understand the 
material to be taught by the teacher. Adobe Flash is the 
main software set used to combine all media content 
so that it becomes interactive multimedia (Oktariani, 
2017: 37). Flash is designed to develop image media, 
music, teaching material content, videos, games, 
animation, and effects to develop the media to be more 
interesting. 
Some of the previous relevant studies used by 
researchers are!) Previous research on Pelend 
Salendro Gamelan learning based on Interactive 
Multimedia using Adobe Flash for Public High School 
conducted by Dicky Kurniawan Indrapraja, a UPI 
Postgraduate student, 2) previous research on 
Interactive Multimedia Development Jepin Dance An 
Intersection Step for Junior High School Students 
conducted by Dwi Oktariani, a student of the 
Indonesian Education University's Art Education 
Study Program, 3) Ni Ketut Ningsih's research in a 
2009 article which embodied the development of 
multimedia learning media for Balinese dance basic 
movements. The final product of this study is an 
interactive CD of Balinese dance basic movement 
learning using Macromedia Flash software. 
II. RESEARCH METHOD 
This study uses Research & Development 
research. The results of this study will later produce a 
product. The main activity in this research is first to do 
research and literature study to produce a specific 
product design, and the second activity is the 
development, which is testing the effectiveness, the 
validity of the design that has been made, so that it 
becomes a tested product and can be used in the wider 
community to produce certain products used research 
that needs analysis and to test the effectiveness of the 
product so that it can function in the wider community, 
it is necessary to research to test the effectiveness of 
the product. 
 
Fig. 1 Product Development Steps for Borg and Gall 
 
The steps of Borg and Gall in Figure 1 will 
be described as (Borg, WR and Gall 1983: 772) below, 
research and data collection (Research and 
Information Collecting), planning, developing product 
drafts (Develop Preliminary Form a Product) , initial 
field trials (Preliminary Field Testing), revised test 
results (Main product revision), field trials (Main Field 
Testing), improvements to the results of field trials 
(Operational Product Revision), Field trials 
(Operational Field Testing) , Final Product Revision, 
Dissemination and Implementation. In the steps of 
Borg and Gall above adjusted to the needs of 
researchers. Researchers only use the first step to the 
ninth step due to time, energy and cost limitations. 
This study uses the Dick and Carey learning design 
model. Researchers chose the Dick and Carey design 
because this design uses problems in the learning 
system. According to Personal, Benny (2010: 98) The 
main steps of the learning system design model 
proposed by Dick and Carey (Dick, W, Carey 2001: 6) 
consist of, 1) identifying learning objectives, 2) 
conducting instructional analysis, 3) analyzing student 
characteristics and learning context, 4) formulating 
specific learning objectives, 5) developing assessment 
instruments, 6) developing learning strategies, 7) 
developing and selecting teaching materials, 8) 
designing and developing formative evaluation, 9) 
revising learning programs and 10) design and develop 
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summative evaluation. This development research 
researcher combines development research using Borg 
and Gall's steps, and the Dick and Carey module 
learning design can be seen in the following Figure 2: 
 
 
Fig. 2 Adaptation of Development Research Models 
from Borg and Gall Combined with Dick and Carey 
Models (Astuti, 2015: 90) 
 
The stages of learning media development 
consist of three main sections will be explained as 
follows: 1) Pre-Research Stage, consisting of needs 
analysis (Need Assassement), Identifiable 
instructional Goals (analyzing learning objectives), 
Conducting Goal Analisys (Conducting Learning 
Analysis) , Identity Entry Behavior Characteristics, 
Write Performance Objectives (Formulating specific 
Objectives, Planning (learning media planning) 2) 
Media Development Phase consists of Developing 
preliminary form of product, Develop Criterion 
Reference Tests (Developing assessment instruments 
/ Development of test items), Instructional 
Development Strategy (Developing Learning 
Strategies, Develop and Select Ainstructional 
Materials (Developing and selecting instructional 
materials), Design and Conduct Formative Evaluation 
(Designing and Implementing Formative 
Evaluations), Revising Learning Packages 
(Instructional Revise), 3) Test Try, Revision and 
Evaluation consists of Preliminary field testing, Main 
product revision, which is to make improvements to 
the initial product produced based on the results of the 
initial trial, Main field testing (medium scale trial), 
Operational product revision (revision of product 
operations ), Operational field testing (large scale 
trial), Final product revision (final product 
improvement) 
The study was conducted at the junior high 
school in Pontianak City, SMP Negeri 10 Pontianak 
on WR Soepratman Street. The research subjects in 
this study were eighth-grade students from Pontianak 
10 Junior High School 2017/2018 school year. Which 
consists of 8 classes, namely class VIII H which 
amounts to 24 people. Data collection techniques 
carried out by researchers are as follows by 
observation, interviews, indirect communication, 
documentaries, instruments for assessing observation 
guidelines, interview guides, questionnaires, 
documentation guidelines. Data analysis techniques in 
this study are divided into qualitative and quantitative 
data analysis techniques. Qualitative Technique 
Analysis, data obtained from various sources using 
various data collection techniques (triangulation) and 
carried out continuously until the data is saturated. 
With this continuous observation, it causes very high 
data variations. Qualitative data analysis is inductive, 
i.e., an analysis based on the data obtained then 
developed into a hypothesis. Data collection, data 
presentation, and conclusion drawing. The steps are as 
follows, a) Analysis of research instrument validation, 
activities carried out to analyze these activities are, 1) 
Recording assessment of the results of the validation 
of material experts and media experts, 2) creating and 
analyzing the table of validation results by these 
experts 3) looking for the average of each criterion 
with the formula (Khabibah, 2006) b) Analysis of the 
results of the validation of teaching materials through 
the assessment of design, material and media experts. 
III. RESULT AND DISCUSSION 
A. Result 
1. Adobe Flash development design for learning 
traditional Dayak music for junior high school 
students 
a. Analyze learning objectives 
This research was conducted by 
analyzing the learning objectives. The learning 
objectives in this study were generated from the 
syllabus and also through a process of needs 
analysis based on the experiences of learning 
difficulties faced by students. Learning objectives 
according to the syllabus are that students can find 
traditional musical instruments through examples 
provided by the teacher and by listening to 
students can describe the basic techniques of 
playing traditional idiophone, aerophone, 
chordophone, and membranophone instruments 
in groups and students can understand the 
distribution of traditional musical instruments 
based on its function. Interview with the subject 
of Culture and Skills Art on Monday, July 30, 
2018, and to one of the eighth-grade students on 
Thursday 2 August 2018 at SMP Negeri 10 
Pontianak about the influence of traditional music 
material using media. 
Table I 
Results of Student Characteristics Analysis 
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Product development, the next stage 
carried out in this research activity is to conduct 
the feasibility test of the results of the module 
development starting with validating by experts to 
find out and analyze the shortcomings of the 
initial module design that has been produced in 
the design stage, Adobe Flash media validation 
for Dayak music learning, has been carried out by 
2 lecturers. 
 
Fig. 3 Adobe Flash Learning Media Validation 
Data by Media Experts 
Based on Figure 3 data from the media 
expert validation results show that Adobe Flash 
has an average value of 3.32 and is valid regarding 
coloring, word and language usage, screen 
display, presentation, images, animation and 
sound, and the benefits of Adobe Flash media. It 
can be seen from the validity criteria of learning 
media, 3 <Va media ≤ 4 
Adobe Flash media validation for Dayak 
music learning has been carried out by one teacher 
who teaches in junior high school and one 
lecturer. 
 
Fig. 4 Adobe Flash Learning Media Validation 
Data by Material Experts 
Based on the graph 4.2 the results of the 
validation of the material experts show that 
Adobe Flash has an average value of 3.75 and is 
valid from the aspect of content, presentation of 
material, linkages of material. It can be seen from 
the validity criteria of learning materials, 3> Va 
media ≤ 4. 
 
Fig. 5 Adobe Flash Learning Media Validation 
Data by Design Experts 
 
At the small group trial stage or referred 
to as the one to one trial, researchers use three 
students with different abilities. One child with 
low ability, one child with moderate abilities, and 
one child with high abilities. The three students 
will do the teaching and learning process with the 
product that researchers have prepared, namely 
Adobe Flash on learning traditional Dayak music. 
The researcher also provides student response 
questionnaires that will be filled by students to 
find out the shortcomings and student comments 
on Adobe Flash products. 
This initial stage testing is carried out by 
students of class VIII D which later will be useful 
for revising the product. The following is the 
implementation of 1) observing the interest in 
learning and responses from students during class 
2) giving questionnaires (questionnaire). 
The results of student responses to 
Adobe Flash media for learning traditional Dayak 
music can be seen in the following Figure 6: 
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Fig. 6 Results of Questionnaire on Student 
Response to Adobe Flash with Small Scale Trial 
 
Main product revision, make 
improvements to the initial product produced 
based on the results of the initial trial. After 
conducting a small group test, the researcher 
revised the initial product. Revisions are made to 
complement products that are still deemed 
incomplete when testing the small group. After 
revising, continued with the group trial, the 
process of the group trial stage was being carried 
out in the Computer laboratory room of SMP 
Negeri 10 Pontianak on Monday, July 30, 2018, 
at 7.40-8.20 WIB. The medium group trial 
consisted of 6 students who had different abilities, 
namely two people with low abilities, two people 
with moderate abilities and two people with high 
abilities. Then the student tries Adobe Flash 
products that have been provided by the 
researcher. 
 
Fig. 7 Results of Questionnaire on Student 
Response to Adobe Flash with Medium Scale 
Trial 
Product operational revision at this stage 
the researcher revises the product operation based 
on the revision of the student's response which is 
still considered lacking in the medium scale trial. 
Make improvements to the products produced 
based on the results of the medium group trial. 
After testing the medium group, the researchers 
revised. After revised the researchers then 
conducted a large-scale trial, a large-scale trial 
was a trial at the last stage. At this stage, 
researchers used products that had been revised 
from the results of the revision of the medium 
scale trial. The large-scale trial of the researcher 
conducted on Wednesday, August 1, 2018, in the 
computer laboratory room in Pontianak 10 Public 
Middle School. At this stage, researchers used 24 
students with different abilities, namely eight 
low-ability students, eight moderate-capable 
students, and eight high-ability students. Then the 
student tries Adobe Flash products that have been 
provided by researchers. 
 
Fig.8 Results of Questionnaire on Students' 
Response to Adobe Flash With Large-Scale 
Trials 
Final product revision (final product 
improvement) After conducting a large-scale 
trial, researchers conducted a final revision of 
Adobe Flash products based on the results of 
revisions to student responses that were still 
considered lacking in large-scale trials. 
2. Learning achievement of Junior High School 
Students in Traditional Dayak Learning after 
using Adobe Flash 
a. Cognitive acquisition results 
The initial stage of the implementation 
began with the provision of pretest questions in 
the form of 6 questions. The research subjects 
were students of Pontianak State 10 Junior High 
School totaling 24 students. Pretest aims to 
measure the initial ability of students before 
learning traditional Dayak music material using 
Adobe Flash. The pretest was conducted on 
August 2, 2018, at 7:00 a.m. to 7.40 after the 
treatment, learning activities were carried out in 
SMP Negeri 10 Pontianak on August 3, 2018, and 
carried out as many as one meeting starting at 
07.00-9.00. 
The posttest was held on Friday, August 
3, 2018, at 9.15-9.35 WIB in the classroom room 
of SMP Negeri 10 Pontianak, the result of the 
acquisition of the affection was to assess the 
affective of the students, the researcher assessed 
the questionnaire which had aspects. The 
distribution of student questionnaires was held on 
August 4 at 7:00 to 7:20 a.m. located in the 
classroom of Pontianak 10 Public Middle School. 
Student questionnaires were distributed to 24 
students who had used Adobe Flash media before. 
 
Fig. 9 Posttest Results 
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Fig. 10 Results of Value for Every Aspect of 
Student Attitudes 
The average value of students' attitudes 
is 3.79 which can then be concluded that students 
like and are interested in Adobe Flash learning in 
learning traditional Dayak music in Pontianak 10 
Public Middle School. 
B. Discussion  
Adobe Flash development design for 
traditional Dayak music learning. The Adobe 
Flash development that researchers use is the 
procedure used in research and development (R & 
D) with Dick and Carey design. Adobe Flash 
development activities require a good and 
systematic step in order so that the resulting 
process can be obtained maximally. The 
development design in a learning media is very 
important, to solve the problem of student 
learning difficulties. It is in line with the opinion 
of Meiliani, Risti (2014: 1) The design of learning 
is a satisfying way to make an activity run well, 
accompanied by various anticipatory steps to 
minimize the gap that occurs so that the activity 
reaches its intended goals.  
The appearance of Adobe Flash is made 
in the storyboard by researchers; it is to make it 
easier to analyze the views on Adobe Flash. 
Adobe flash media consists of the external 
display, in the external display there is the writing 
"Learning Dayak Traditional Music" with the 
background of the Dayak traditional house, the 
Betang house and accompanied by the sound of 
sape'. The appearance in Adobe Flash makes 
children interested in learning it. Adobe flash 
media is made with various views to explain every 
traditional Dayak music material that makes it 
easy for students to learn, this is in line with the 
opinion of Gagne and Briggs (in Arsyad, 2015: 4) 
implicitly saying that learning media includes 
tools that are physically used to convey Contents 
of teaching materials, consisting of books, tape 
recorders, cassettes, video cameras, video 
recorders, films, slides (picture frames), photos, 
pictures, graphics, television, and computers.  
Student learning outcomes are based on 
assessment of cognitive aspects and affective 
aspects. Cognitive aspects were obtained from 
pretest and posttest students. Students experience 
significant changes in value for better grades. This 
is in line with Witherington's opinion in Thabroni, 
Muhammad (2011: 20) learning is a change in 
personality which expresses itself as a new pattern 
rather than a reaction in the form of skills, 
attitudes, habits, intelligence or understanding 
and according to Sardiman (2004: 26 -28) that the 
purpose of learning is to get knowledge that is 
characterized by thinking ability, the planting of 
concepts and skills that are physical and spiritual 
and the formation of mental attitudes and 
behavior of students, will not be separated from 
the matter of planting values. 
 
IV. CONCLUSIONS AND SUGGESTIONS 
In this study involved media experts, material 
experts and design experts as validators in Adobe 
Flash media. The test subjects in this study were 
eighth-grade students from Pontianak Public Middle 
School 10. After conducting the validator to the 
experts, this study was tested in small, medium and 
large groups. The results of the study show that the 
media used is suitable for use as a learning medium. 
The average level of feasibility based on the validator 
is the average value media expert that is "feasible," 
"decent" material expert and "decent" design, expert. 
Based on the results of the small group test scores 
"quite feasible," the trial group was "decent" and a 
large group test "feasible." 
Suggestions for Adobe Flash development 
design, for other researchers, can make Adobe Flash 
development reference on learning traditional Dayak 
music for junior high school students to be further 
investigated. Suggestions for Adobe Flash Display, for 
researchers interested in the appearance of Adobe 
Flash on traditional Dayak music learning this 
research as a reference source in subsequent research, 
for art and culture subject teachers, in the teaching of 
arts and culture in order to make research using Adobe 
Flash as an art and cultural subject matter to add 
references in teaching material about local music so 
students can find regional music in their place, and 
students can participate in appreciating cultural arts in 
their respective regions. Suggestions for student 
learning that is learning to use Adobe Flash for 
learning traditional Dayak music can be used as 
alternative learning by the teacher to improve student 
learning outcomes. 
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